Jfera 


As a Hera, you embody strong and demanding, a race of 
conquerors. The mightiest of which was Bojack, who was 
such a threat the Kais had to seal him away for hopefully 
eternity 

Hera's have light teal skin color with orange hair and 
stand at around the same height as saiyans. 

Art Increase. Your Energy Art increases by one tier. 

Bonus Equipment. One set of ragged traveler's 
clothes, a nonmagical Scimitar, a trinket taken from a 
defeated foe, a mess kit or 8 pounds worth of rations, and 
a belt pouch containing 10 gp. 


Ffera Traits 
As a member of the Hera Clan, you have the following 
traits: 

Size: Hera are about the same size as saiyans. Your size 
is Medium. 

Intimidating Build:You count as one size larger when 
determining your carrying capacity and the weight you can 
push, drag, or lift. 

Terrifying Conquerors:You are proficient in Charisma 
(Intimidation) and may use your reaction to get advantage 
on a Charisma (Intimidation) check. You may use your 
reaction in this way once per short or long rest. 
Additionally, you are proficient in the use of Scimitars. 

Psycho Ability. The Hera have learned to manipulate 
their energy in unique ways, referred to by Herans as 
Psycho Energy. They can use this to do one of the 
following: 


e Psycho Thread: You may grapple an opponent up to 
10 feet away from you. When you do, you must use 
your action on subsequent turns to maintain the 
grapple. Upon being grappled successfully, the target 
can only escape using an Athletics check. Everytime 
they fail to escape, they Psychic damage equal to your 
Constitution Modifier (minimum of 1). You gain 
temporary hit points equal to the damage dealt. 

e Psycho Barrier: You may use your reaction upon 
being targeted'by a ranged spell attack or saving throw 
to form a barrier against the triggering attack. Until the 
end of the turn, you can not be affected by spells 
except those of which that have Intelligence or Wisdom 
saving throws. All ranged attacks miss. 

e Psycho Strike: You may add your Psycho Energy to 
bolster your accuracy. When you miss with an attack 
roll, you may add your Constitution modifier to the 
attack roll, possibly turning a hit into a miss. 


You may only use this feature once, regaining use of it 
after a Short or Long Rest. 

Piracy's Endurance. Your hit point maximum 
increases by 1, and it increases by 1 every time you gain a 
level. Additionally, starting at 3rd level, you may add 1d4 to 
Constitution saves you make. 
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Bulk-Up: Starting at 3rd level, you may cause your Ki to 
flare, your muscles to bulge, and your skin to lighten. 
Doing this takes a bonus action on your turn, and while 
doing so you may add your Proficiency Bonus to melee 
damage rolls and spell damage rolls once per turn. This 
lasts for up to 1 minute, or until you fall unconscious. You 
can do this once per long rest, or gain a level of exhaustion 
to do it again. 


Saiyan 
Stories from distant lands tell of the rare tribe of saiyan 
people. Once thought lost to the hands of a powerful 
sorcerer. Legends speak of their unparallelled skills in 
combat, their unsquashable pride, and their ferocious 
appetite. 
Art Increase. Your Energy art increases by one tier. 
Bonus Equipment. One set of ragged traveler's 
clothes, a form-fitting battle suit (breastplate in quality), a 
trinket taken from a defeated foe, a mess kit or 8 pounds 
worth of rations, and a belt pouch containing 5 gp. 


Saiyan Traits 


Your saiyan character has the following racial traits. 

Origin Type. Alien. 

Size. You are Medium. 

Speed. Your walking speed is 30 feet. 

Powerful Build.You count as a creature one size larger 
when determining your carrying capacity and the weight 
you are capable of pushing, dragging, or lifting. 

Saiyan Spirit. |f you have not taken damage for 10 or 
more minutes and you are missing half or more of your hit 
points, you regain hit points equal to your level. You can't 
use this feature again until you finish a long rest. 

Battle Maniac. Your unarmed strikes are unusually 
robust thanks to your saiyan origin. Your unarmed strikes 
deal 1d6 bludgeoning damage on a hit. Beginning from 
3rd level and then on, your unarmed strikes are 
considered adamantine weapons. 

Saiyan Descent. Not all Saiyans are the same, though 
many can be. Some are warriors, others are simple 
anomalies, genetic deformities, and others are more 
refined, holding more of an intelligence. Pick one of the 
following Saiyan Origins and add it's racial traits to the 
above ones. 


Plantian 

Born of the saiyans who left or fled from Sadala to Planet 
Plant, where they killed all of it's denizens and made it 
their home. You gain the following additional features: 

Fighter's Strength. Your Unarmed Strikes can use 
Strength or Dexterity for their attack and damage rolls. 

Warriors Resolve. Descending from a race of warriors, 
you have advantage on saving throws you make to avoid 
or end the frightened condition on yourself. 

Clever Tail.You can grasp things with your tail. It has a 
reach of 5 feet, and it:can lift a number of pounds equal to 
five times your Strength score. You.can use it to do the 
following simple tasks: lift, drop, hold, push, or pull an 
object or a creature; open or close a door or a container; 
grapple someone; or make an unarmed strike. Your tail 
can't wield weapons or shields or do anything that 
requires manual precision, such as using tools or magic 
items or performing the somatic components of a spell. If 
your tail is ever severed, it will grow back after 1d4 + 1 
weeks have passed. 

Starting from 1st level, you learn the great ape 
transformation. 


Mutant 

Born different than your peers, unlike most Saiyans you 
are lacking in a tail, but make up for it in pure hardiness 
and ferocity. Due to their unstable genetics, you can not 
be a Hybrid of this subrace. You gain the following 
additional features: 

Anomaly's Power. Your Unarmed Strikes are instead 
1d8, with which you can use Strength for the attack and 
damage rolls of. 

Mutant Endurance. You can focus yourself to 
occasionally shrug off injury. When you take damage, you 
can use your reaction to roll a hit dice. Add your 
Constitution modifier to the number rolled, and reduce 
the damage by that total. After you use this trait, you can't 
use it again until you finish a long rest. 

Savage Attack. When you score a critical hit with a 
melee weapon attack, you can roll one of the weapon's 
damage dice one additional time and add it to the extra 
damage of the critical hit. 


Sadalan 

These saiyans were born on a modern planet Sadala, 
having never left to go to Planet Vegeta, or perhaps are 
from a different timeline where no saiyans made the trip. 
In either case, you gain the following traits: 

Refined Might. Your Unarmed Strikes can use Strength 
or Intelligence for their attack and damage rolls. 

Technological Knowledge. You gain proficiency in 
Tinkers' Tools and learn one cantrip of your choice from 
the Artificer spell list. This spell uses Intelligence as it's 
spellcasting ability. When you cast this cantrip, you may 
make one Unarmed Strike as a bonus action. 

Clever Tail. You can grasp things with your tail. It has a 
reach of 5 feet, and it can lift a number of pounds equal to 
five times your Strength score. You can use it to do the 
following simple tasks: lift, drop, hold, push, or pull an 
object or a creature; open or close a door or a container; 
grapple someone; or make an unarmed strike. Your tail 
can't wield weapons or shields or do anything that 
requires manual precision, such as using tools or magic 
items or performing the somatic components of a spell. If 
your tail is ever severedì, it will grow back after 1d4 + 1 
weeks have passed. 

Unlike other saiyans with a tail, Sadalans have evolved 
into no longer going berserk when they see the moon. You 
do not learn the Great Ape transformation. 


Cerealians 


Talented sharpshooters from the Planet Cereal, cerealians 
were nearly obliterated by the saiyan race, leaving few 
natives scattered across the greater cosmos. Some 
become fortune seekers, employing their unique talents as 
sharpshooters and assassin. Others, though, travel the 
macrocosm in pursuit of other members of their clan. 

Art Increase. Your Focus art increases by one tier. 

Bonus Equipment. One set of ragged traveler's 
clothes, protective gear that doesn't inhibit movement 
(studded leather in quality), a relic from your planet when 
it thrived, a mess kit or 8 pounds worth of rations, and a 
belt pouch containing 5 gp. 


Cerealian Traits 


Your cerealian character has the following traits: 

Origin Type. Alien. 

Size. You are Medium. 

Speed. Your base walking speed is 35 feet. 

Darkvision. You can see in dim light within 60 feet of 
you as if it were bright light, and in darkness as if it were 
dim light. You can't discern color in darkness, only shades 
of gray. 

Hawkeyed. You have proficiency in the Perception skill. 
If you would already be proficient, instead add 1d4 to your 
Perception checks. 

Ranged Proficiency. You gain proficiency in one 
martial ranged weapon of your choice. If your DM allows 
Firearms, you are also proficient in those. 

Crack Shot. When you would make a ranged weapon 
attack roll, you do not have disadvantage for attacking at 
long range. You also do not have disadvantage for making 
a ranged weapon attack within 5 feet of an enemy 
creature. When you would miss with a ranged attack roll, 
you may reroll the result and must use the new roll. You 
can reroll an attack like this three times per long rest, but 
no more than once per turn. 

Cerealian Birthright. The right eye of a cerealian 
possess special properties. You can use your bonus action 
to awaken the greater potential of your right eye. Until the 
end of your next turn, objects are magnified to twice their 
size and you gain a bonus to attack and damage rolls. you 
make with ranged weapons equal to your Wisdom 
modifier, or half your character level, whichever number is 
lower. You can use this feature once per long rest, or you 
can expend two hit die to use it again. You can not expend 
more than six hit:die for this feature without completing a 
long rest. 
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Extraterrestrial 


Traveling from the far corners of the universe, 
extraterrestrials are strangers in a strange land. Otherwise 
known as aliens or offworlders, extraterrestrials have left 
their various home planets to follow a new path. 
Numerous species from across the stars have integrated 
themselves into Earth's culture, almost to the point of 
becoming a breed of earthlings themselves. The 
extraterrestrials found within this section are utterly 
foreign, still thriving across the universe. 

Art Increase. Your Energy, Focus, or Soul art increases 
by one tier. You choose this art when you select this race. 

Bonus Equipment. One set of traveler's clothes or one 
set of fine clothes, any one musical instrument or gaming 
set, a backpack and bedroll, a trinket from your childhood, 
one dynocapsule, and a belt pouch containing 10 gp. 


Txtraterrestrial Traits 


Your extraterrestrial character has the following racial 
traits. 

Origin Type. Alien. 

Speed. Your base walking speed is 30 feet. 

Stranger's Trade. You've picked up a thing or two from 
your galactic travels. You gain proficiency in one skill and 
one tool or language of your choice. 

Extraterrestrial Species. Your choice of 
extraterrestrial species determines which traits you 
possess. Choose one of these species, and add its traits to 
your other racial traits. 


Bas 


As a member of the bas, you've inherited a wellspring of 
psychic abilities and talents. Nearly all bas are intelligent, 
skilled in strategy, and born with a tactical and cunning 
mind. 

Size. Bas range between 3 to 4 feet tall and commonly 
weigh between 35 and 55 pounds. Your size is Small. 

Darkvision. You have superior vision in dark and dim 
conditions. You can see in dim light within 60 feet of you 
as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of 
gray. 

Hold Breath. You can hold your breath for up to 15 
minutes. 

Extra Eyes. Your body possesses two or more 
additional eyes located at the sides and frontal bone of 
your skull. While you.are conscious, you cannot be 
surprised and you'have a bonus to your passive 
perception equal to your proficiency bonus. 

Technician of Time. You know the mage hand cantrip, 
and the hand is invisible when you cast the cantrip with 
this trait. Once you reach 3rd level, you can cast catapult 
once per day with this ability. When you reach Sth level, 
you may also cast ho/d person once per day. 

Intelligence or Wisdom is your spellcasting ability for 
these spells. You choose when you gain this trait. When 
you cast them with this trait, they don't require 
components. 


‘Brench 

As a member of the brench, you've traveled from the 
binary star system of brench and its intense fluctuations in 
gravity. Now offworld, on a planet with lesser gravity, you 
are fast and agile. 

Size. Brench have the same variety of height and weight 
as humans do, but with generally thin builds. Your size is 
Medium. 

Offworlder's Endurance. Adapted to the intense 
atmosphere of your homeworld, you ignore any of the 
drawbacks caused by a deep or high gravity environment. 

Naturally Agile. You can take the Disengage or Hide 
action as a bonus action on each of your turns. Whenever 
you make an Acrobatics ability check, roll a d4, and add 
the number rolled to the check's total. 

Swift Stride. Your movement speed increases by five 
feet. 

Sauzer Blade. Starting at 5th level, you can cast spirit 
saber. Once you cast this spell with this trait, you can't cast 
it again until you finish a long rest. While the spell is active, 
it sheds dim light in a 5-foot radius until the spell ends. 


Konatsian 

As a konatsian, you strive for betterment and 
accomplishment. You have inherited your magic from 
Hirudegarn, the demon god who once terrorized your 
world many years ago. 

Size. Konatsians are about the same size and build as 
humans. Your size is Medium. 

Konatsian Training. You have proficiency with 
longswords, shortswords, and one musical instrument of 
your choice. 

Artifact Wielders. Passed down from generation to 
generation, the Konatsian take great pride in their ancient 
artifacts. You can ignore the attunement requirements for 
one magic item. The amount of time required to attune to 
a magic item is halved. 

Melody of Hirudegarn. The demon god Hirudegarn 
was known to purify evil spirits from its worshippers. You 
can manifest this blessing with an enchanted song or 
melody, which could be played on an instrument or 
hummed quietly. You know the guidance cantrip. Starting 
at 3rd level, you can cast protection from evil and good 
once, and you can't cast it again with this trait until you 
finish a long rest. At 5th level, you can cast Augury once, 
and you can't cast it again with this trait until you finish a 
long rest. 

Wisdom or Charisma is your spellcasting ability for these 
spells. You choose when you gain this trait. When you cast 
with this trait, they don't require the material components. 


Sobekian 

As a sobekian, you aspire to embody the power and charm 
of elegance. Your duel nature is a metaphor. You tend to 
avoid confrontation, preferring beauty over bloodshed. 

Size. Sobekians stand between 6 and 7 feet tall and 
have delicate builds. Your size is Medium. 

Devilish Shapechanger. You can use your action to 
polymorph into your monstrous form or back into your 
true form. Your statistics are the same in each form. Any 
equipment you are wearing or carrying isn't transformed. 
You revert to your true form if you die. 

Charming Flair. Your two faced nature provides you 
with certain skills. You are proficient in the Performance 
skill. The instant you transform into your monstrous form 
using your devilish shapechanger trait, your proficiency 
bonus instead applies to the Intimidation skill. 

Beautiful Fortune (True Form Only). When you 
make a Charisma saving throw or skill check, you can use 
your reaction to gain advantage on the roll. You can use 
this trait immediately. before or after you roll, but before 
any of the roll's effects occur. You may only use your 
reaction in this way a number of times equal to your 
Proficiency Bonus. 

Bloody Jaws (Monstrous Form Only). Your fanged 
maw is a natural weapon, which you can use to make 
unarmed strikes. If you hit with it, you deal piercing 
damage equal to 1d8 + your Strength modifier, instead of 
the bludgeoning damage normal for an unarmed strike. 


Gray Intelligence or Wisdom is your spellcasting ability for 

these spells, you choose when you gain this trait. When 
you cast with this trait, they don't require the material 
components. You may also cast these spells using any 
spell slots you have. 


As a Gray, you learn to wield the scorching heat of your 
ideals, as well as to find balance between the wall that is 
your body with the steel of your mind. You tend to be 
focused, not placing stock in unimportant matters. 

Size. Gray's are a tall race, standing well above 6 feet 
tall. Your size is Medium. 

Nomadic Durability. You hit points increase by 1 and 
increase by 1 again everytime you gain a level. You have 
advantage on Constitution Saving Throws against being 
Poisoned. 

Meditation. |f you spend one hour in uninterrupted 
meditation, you gain temporary hit points equal to your 
level. You may only gain temporary hit points in this way 
once before completing a long rest. Additionally, you do 
not need to sleep. Instead, you meditate deeply, remaining 
semiconscious, for 4 hours a day. While meditating, you 
can dream after a fashion; such dreams are actually 
mental exercises that have become reflexive through 
years of practice. After resting in this way, you gain the 
same benefit that a human does from 8 hours of sleep. 
You still need 8 hours to complete a long rest, the four 
hours not spent sleeping can be used for a light activity. 

Burning Ideals. You have resistance to Fire damage. 
You also learn the Produce Flame or Green-Flame Blade 
cantrips (you choose when you gain this trait.) Additionally, 
once you reach 3rd level, you can cast the hellish rebuke 
spell as a 2nd-level spell; you must finish a long rest in 
order to cast the spell again using this trait. Once you 
reach Sth level, you can also cast the firebal/ spell; you 
must finish a long rest in order to cast the spell again using 
this trait. 

Wisdom or Charisma is your spellcasting ability for these 
spells. You choose when you gain this trait. When you cast 
with this trait, they don't require the material components. 
You may also cast these spells using any spell slots you 
have. 


Aevum 

As one of the Aevum's, you are a long-lived race, but in 
spite of that your population is very low. As a species, you 
are taught to be aware of the flow of time, and even exert 
some. minute influence over it. 

Size. Aevum's are a moderately sized race, ranging from 
five feet to over six feet tall. You are considered a Medium 
sized creature. 

Flowing Time. You are always aware of time's flow. You 
always know the number of hours left before the next 
sunrise or sunset. Additionally, you are always under the 
effects of the gift of alacrity spell. 

Temporal Awareness. Due to your awareness of time, 
you have an uncanny memory. You gain proficiency in the 
History skill. If you were already proficient, you may add 
1d4 to History checks you make. 

Chronal Dilation. Starting at 5th level, you learn to 
alter the movement of time in minute amounts, either by 
hastening or slowing it's effect on others. You may cast the 
haste or slow spell once with this feature, and can not do 
so again until you complete a long rest. 


Varòrat 


As a Yardrat, you were taught from an early age to master 
your energy and hone it to perfection. Nearly all Yardrat 
are proficient with their Ki in some manner, and many 
devote themselves to learning. 

Size.Yardratians are only a little shorter than humans 
on average, averaging at around five and a half feet tall. 
Your size is Medium. 

Ki Sense. You gain proficiency in the Arcana skill. If you 
were already proficient, you may instead add 1d4 to the 
total when you roll an Arcana check. Additionally, you may 
cast Detect Magic with this trait. You can not do so again 
until you complete a short or long rest. 

Magic Resistance. Having trained and studied energy, 
you find yourself innately resistant to it. You have 
advantage on saving throws against spells and other 
magical effects. 

Spirit Training. Choose one cantrip from the Sorcerer 
spell list, you may learn that cantrip. At 3rd level, choose a 
spell of first level from the sorcerer spell list. You may cast 
it once with this trait, and must complete a long rest 
before you can do so again. When you reach Sth level, 
choose a second level spell from the Sorcerer spell list. 
You may cast it once with this trait and must complete a 
long rest before you can do so again. 

Intelligence or Wisdom is your spellcasting ability for 
these spells, you choose when you gain this trait. When 
you cast with this trait, they don't require the material 
components so long as the components lack a gold cost. 
You may also cast these spells using any spell slots you 
have. 


Spbynx 


As a member of the Sphynx, you have always been 


naturally inclined towards the destructive energy. Learning 


to control it in part, many of the race at least know the 
basics of how.the energy works. 

Size. Sphynx are slightly taller than humans on average, 
but range almost just as much in build, though rarely are 
they muscular. Your size is Medium. 

Claws. Because of your claws, you have a climbing 
speed of 20 feet. In addition, your claws are natural 
weapons, which you can use to make unarmed strikes. If 
you hit with them, you deal 1d6 slashing damage, instead 
of the bludgeoning damage normal for an unarmed strike. 
You may use Strength or Dexterity for the attack and 
damage rolls of your Claws. 

Atomized Attack. When you are hit by an attack, you 
may reduce some. of.it's strength to dust and atoms. As a 
reaction to being hit by an attack, you may choose to take 
half damage. You may use this reaction a number of times 
equal to your Proficiency Bonus. You regain all expended 
uses on a long rest. 


Destructive Attunement. You are resistant to 
Necrotic damage. You learn the chill touch cantrip. At 3rd 
level, when you hit a creature with an attack, you may 
force them to make a Charisma Save at disadvantage. On 
a failed save, they are considered to be under the effect of 
the bane spell, as if you cast it. This otherwise follows all 
the normal rules for the spell. You can do this once and 
must complete a long rest before you can do so again. At 
5th level, you may cast ray of enfeeblement with this trait 
and must complete a long rest before you can do so again. 

Wisdom or Charisma is your spellcasting ability for these 
spells, you choose when you gain this trait. You may also 
cast these spells using any spell slots you have, to include 
Bane. 
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‘Racial ‘Feats 


Some feats, like some of those introduced in Xanathar's, 
require you to be of a certain race or subrace. The races 
here have their own set of Racial Feats, as shown below. 


Space Pirate's Might 
Prerequisite: Hera 

You have discovered greater strength in your blood, and 
trace your lineage back to the mighty Hera of long ago. 
This gives you the following benefits: 


e Increase your Strength, Constitution, or Charisma by 1, 
to a max of 20. 

e While in Bulk-Up, the bonus to damage can be applied 
twice per turn, rather than once, and you gain 
temporary hitpoints upon entering it equal to your 
level. 


Saiyan Anomaly 
Prerequisite: Saiyan (Mutant), Constitution 13+ 

You are truly an anomaly among saiyans, even other 
mutants. You are more ferocious, and truly can't be put 
down. You gain the following benefits: 


e Youscorea critical hit with your unarmed strikes on a 
rollof 19 or a 20. 

e Additionally, when you use Mutant Endurance, you may 
roll a number of Hit Die equal to your proficiency 
bonus, rather than just 1. The feature can now be used 
once per short or long rest. 


Saiyan Elite 
Prerequisite: Saiyan (Plantian), Wisdom 15+, Mastered 
Great Ape 

You have learned to better control your Oozaru form, 
and even to manipulate the effects of a full moon. You are 
no longer forced to transform upon seeing a full moon. 

Additionally, you have learned to create a miniature 
moon made of Ki. On your turn, you may use your action 
to fire it off into the sky, where it forms. You and any other 
creatures may use this to transform into an Oozaru as an 
action, but can not do so until your next turn. This small 
moon;lasts for up to 1 minute, is a number of feet in the 
sky equal to 100 x your proficiency bonus, has an AC equal 
to your Energy Art DC, and HP equal to twice your Wisdom 
score. If the orb is reduced to 0 hitpoints, it disperses and 
any who transformed using it immediately descend. You 
may only do this once per 1d4 Long Rests. 
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Saiyan Knowledge 
Prerequisite: Saiyan (Sadalan) 

As a Sadalan, you are less combat oriented than the 
Saiyans in the present day Universe 7. Due to this, you are 
more in tune with your energy, being more capable of 
wielding it and defending against it. You gain the following 
benefits: 


e Choose one second level spell from the Artificer or 
Wizard spell lists, you may cast it once without 
expending a spell slot. You may also cast it using any 
spell slots you have. 

e Choose one first level spell from the Artificer or Wizard 
spell lists, you may cast it once without expending a 
spell slot. You may also cast it using any spell slots you 
have. 

e You have resistance to the damage of spells. 


Intelligence is your spellcasting ability for these spells. 
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Psionic Talent e Changing forms is now a bonus action, and when you 

would polymorph into your Monstrous Form, you may 

cast Enlarge/Reduce on yourself as part of that action. 

When you cast it in this way, you gain temporary 

hitpoints equal to twice your level, which last for the 

e Increase your Intelligence or Wisdom score by 1, to a duration of the spell. The spell immediately ends if you 
max of 20. enter your True Form. 

e You gain resistance to Psychic damage. 

e You learn the Mind Sliver cantrip as well as Tasha's 
Mind Whip and Raulothim's Psychic Lance. You may 
cast each spell once with this feat without expending a 
spell slot and can't do so again until you finish a long 
rest. You may also cast these spells using any spell slots 
you have. The spellcasting ability for these spells is 
whichever ability you increased with this feat. 


‘Brench Celerity 
Prerequisite: Extraterrestrial (Brench) 

You are among the fastest of your kind, improving your 
natural speed well beyond most other Brench. You gain 
the following benefits: 


Prerequisite: Extraterrestrial (Bas), Level 8+ 
Even amongst the Bas, you have an extreme hold over 
your psionic powers. You gain the following benefits: 


e Increase your Dexterity Score by 1, to a max of 20. 

e You maytake the Dash action as a bonus action. 

e Ifyou move thirty feet before making an attack, you 
may make that attack at advantage. 


Konatsian Mysticism 
Prerequisite: Extraterrestrial (Konatsian) 

You've inherited a wellspring of wisdom and the 
knowledge to wield powerful artifacts, gaining the 
following benefits: 


e Increase your Wisdom or Charisma Score by 1, to a max 
of 20. 

e You may cast Detect Evil and Good once with this feat, 
regaining the ability to do so once per short or long 
Fest 

e You mayattune to a magic item you encounter as an 
action, but otherwise following the attunement rules. 
You must still complete a short rest to unattune to the 
item. You may use the ability score increased by this 
feat for the attack and damage rolls of magic weapons, 
instead of Strength or Dexterity. 


‘Beauty and the Beast 
Prerequisite: Extraterrestrial (Sobekian) 

You have learned to almost master your races innate 
charm and monstrosity in equal measure. You gain the 
following benefits: 


e Increase your Strength or Charisma by 1, to a max of 
20. 

e While in your True Form, you may cast the enthrall spell 
at it's lowest level with this feat. If you enter your 
Monstrous Form, the spell immediately ends if it is 
active. Charisma your spellcasting ability for this spell. 


Nomadic Defense 
Prerequisite: Extraterrestrial (Gray) 

You have further strengthened your mind and body, 
becoming an almost immovable wall. You gain the 
following benefits: 


e You have resistance to Psychic damage and gain 
resistance to Bludgeoning, Piercing, and Slashing 
damage while you have temporary hitpoints from 
Meditation. 

e \Whenever you cast a spell that deals fire damage, you 
can cause flames to wreathe you until the end of your 
next turn. The flames don't harm you or your 
possessions, and they shed bright light out to 30 feet 
and dim light for an additional 30 feet. While the flames 
are present, any creature within 5 feet of you that hits 
you with a melee attack takes 1d4 fire damage. 


Time ‘Lag 
Prerequisite: Extraterrestrial (Aevum), Level 8+ 

You have perfected your temporal abilities to the utmost 
degree, being able to overcome one's resistance to your 
abilities, or even slow time in response to being attacked. 
You gain the following benefits: 


e You may cast Haste and Slow using Chronal Dilation 
once each, rather than once overall. When you cast 
Slow creatures have disadvantage on their initial saving 
throw. 

e When you are targeted by an attack, you may use your 
reaction to slow time for a moment, allowing you to 
possibly dodge and counter, gaining a bonus to your 
Armor Class against the attack equal to your Proficiency 
Bonus. If this causes the attack to miss, you strike them 
whilst in slowed time, causing them to take 2d8 Force 
damage. Their attacks are then also at disadvantage 
until the start of your next turn. You can only use this 
reaction a number of times equal to your Proficency 
Bonus, regaining expended uses on a Long Rest. 


Spirit Dedication 
Prerequisite: Extraterrestrial (Yardrat) 

You have further learned the art of energy, becoming 
what your people might consider an expert. You gain the 
following benefits: 


e Increase your Intelligence or Wisdom score by 1, to a 
max of 20. 

e You learn one 2nd-level spell and one 1st-level spell of 
your choice from the Cleric or Sorcerer spell list. You 
can cast each of these spells without expending a spell 
slot. Once you cast either of these spells in this way, 
you can't cast that spell in this way again until you finish 
a long rest. You can also cast these spells using spell 
slots you have of the appropriate level. The spells' 
spellcasting ability is the ability increased by this feat. 


e At 7th level, or when you gain this feat if you have 
already passed 7th level, you may choose one 3rd-level 
spell from the Cleric or Sorcerer spell list and learn it. 
You can cast this spell without expending a spell slot. 
Once you cast this spell in this way, you can't cast that 
spell in this way again until you finish a long rest. You 
can also cast this spell using spell slots you have of the 
appropriate level. The spells' spellcasting ability is the 
ability increased by this feat. 


Cataclysmic Power 
Prerequisite: Extraterrestrial (Sphynx) 

You have mastered your innate talent to Destroyer 
Energy as well as any mortal can, gaining the following 
benefits: 


e Increase your Constitution, Wisdom, or Charisma Score 
by 1, to a max of 20. 

e Your claws are now surrounded in the destructive 
energy you wield, dealing an additional 1d4 Necrotic 
damage. 

e When you use your reaction for Atomized Attack, the 
first time you deal damage you may deal additional 
Necrotic damage equal to your level. 
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